ANIME-ZINE # 4 


ANIME-ZINE returns in June to spotlight the 
works of the late Dr. Osamu Tezuka, the biggest 
name among postwar Japanese comic artists and 
animators. Our fourth issue covers Tezuka’s 
works (including Astro Boy, Kimba the White 
Lion, Hino Tori, and BlackJack) as well as 
animated versions of the translated manga: 
Akira, Lum, Fist of the North Star, Venus Wars. 
Outlanders, & Justy. Also: Orange Road, 
Totoro, various high school comedies, news, 
reviews and previews. 


ANIME-ZINE # 3 


North America loves the Dirty Pair comic book 
and ANIME-ZINE # 3 is the definative source 
for info about the "Lovely Angels." We cover 
the original Dirty Pair novels, the TV series 
and new video-only episodes as well as the 
"Nolandia Affair” video and the Dirty Pair 
movie. We reveal the Dirty Pair’s tie-in to 

its sequel, Crusher Joe, and explore that 
movie. Plus Dragonar, Eighth Man and 

the Akira manga translation. 


ANIME-ZINE # 2 


ANIME-ZINE # 2 features the 25 new 

Star Blazers episodes and the originally 
planned, but unfilmed, 52 episode long version 
of that storyline. Megazone 23 part 2 and its 
English translation are explored, as is Wings 
of Oneamis; the Royal Space Force, 1987’s 
high-prestige film about the first manned 
spaceflight on an alternate world. 

Plus: Saint Seiya, the first and most popular 
of the new “armored superheroes” animations. 


ANIME-ZINE # 1 
Sold out, sorry. 


SUBSCRIPTIONS to ANIME-ZINE are five 
issues for ten US dollars, please indicate 
which issue you want to start with. 


BACK ISSUES are two US dollars each. 


WHOLESALE RATES are available for Dealers 
Jobbers, and Distributors. 


ANIME-ZINE is published by Minstrel Press Inc 
PO Box 87, Rahway, NJ USA 07065 


PRINTED IN CANADA 


ATTENTION ROBOTECH FANS! 
Robotech II: 


The Sentinels: 


On Video Tape 


Available for the first time anywhere! 


At last! the never before seen footage of the 
Robotech Il: THE SENTINELS™ cartoon is 


available on VHS tape. 


A few years ago, Harmony Gold USA, Inc. 
began the production of a new Robotech™ ani- 
mated T.V. series. For a number of reasons the 
project was never completed. 


episodes were produced. 


Exclusively from Palladium Books® 


Now, for the very first time ever, you can see 
those three episodes combined into one, long, 76 
minute, color feature on VHS tape. 


Don’t run to the stores. Robotech II: The Sen- 
tinels™ Video Tape is available only through the 
mail and only from Palladium Books® 
Running Time: Approx. 76 minutes 


Color 
Unrated 
WHS Only! Sorry No Beta. 


Available Only by Mail! 


$24,95 postage and handling included 


Mailed “first class” in a protective envelope. U.S. 
Funds Only. Allow 2 to 4 weeks for delivery. 


A MUST FOR COLLECTORS!! 


But the first three 


A GREAT GIFT!! 


Copyright © 1987 
HARMONY GOLD USA, INC 
All Rights Reserved 


ROBOTECH is a trademark owned and licensed by 
Harmony Gold U.S.A. Inc. 
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Holy Moley! I didn’t think I’d ever get to see Robotech II: 
The SENTINELS™, and now | can own my very own copy(s)! 
Please send me 


copies. : 
Enclosed is $24.95 (postage and handling included) for each copy I want. 
SEND TO: 
Name: 
Address: 
City: State: Zip: 


VHS ONLY. SORRY NO BETA. 
Palladium Books — Dept. V — 5926 Lonyo — Detroit, MI 48210 


ROR ROR IF RR RR I TOR TR IK TR SIA TK SA IA IK IA IA IAA IA IAAI AA SAA AIA AA AA IAA 


{iO bbb bbb bib bbb ab bab a at ab abba 
Spb bb bbb bbb bbb bob iat at ai tat 


PROTOCULTURE ADDICTS #5 


SUMMER 1989 


THE OFFICIAL ROBOTECH FANZINB 


ISSN 0835-9563 
Legal Deposit: 


Bibliothéque Nationale du Canada 
Bibliothéque Nationale du Québec 


STAFF 


Publisher 


Claude J. Pelletier 
P.O. Box 35 
Stn. Ahuntsic 
Montréal, Qe. 

Canada H3L 3N5 
Tél.: (514) 341-8105 


Editor-in-Chief 


Alain Dubreuil 


Art Director/PR 


Michel Gareau 
Tél.: (514) 351-5604 


Contributors 


Jean Carriéres 
Yvon Maillé Jr. 


SPECIAL THANKS TO 


Gisélle Richards (Harmony Gold) 
David Riddick (US Renditions) 
Kevin Siembieda (Palladium) 
Ton Mason (Eternity) 
Jack McKinney 
Carl Macek 


ADVERTISING 

Rate ($US): NEW Format: (Width X Height) 
Back cover (full) Page: 15X24 cm (5 7/8 X 9 1/4 in.) 
Inside cover (full). . CAL 1/2: 1X 12cm (5 7/8X 41/2 in.) 
YD ices .. $200 4: WX Tom (3 7/8 X 2 3/4 in.) 


is . $100 1/2: 5X bem (1 7/8 X2 3/8 in.) 
TAD eee 

Page (TULL )ad.aeaveserse maya tent ciara CALL Send your ad ready to print. Special 
Dot Be RENO ete os ee $125 rates for Robotech related ads. Checks or 
Df cessed tush Cease tines $60 money orders must be drawn to Protoculture 
UAT eae a eet ane An Ae ere $30 Addicts. 


Protoculture Addicts is a quarterly fanzine published in Québec by Janus 
Publications and printed in Canada by Preney Print & Litho, Windsor, Ontario. The 
Protoculture Addicts logo was designed by Michel Fontaine and produced on computer by 
Michel Gareau with the MIRAlab software of the University of Montreal and the support 
of Dr. D. Thalmann. 


Protoculture Addicts is distributed in North America by: Action Direct, 
Androneda Publications Ltd., L’Avenir International, Capital City Distribution, Comex 
Distributors Ltd., Diamond, Friendly Frank's, Heroes World, Multi-Books and 
Periodicals, Books Nippan, Second Genesis, Southern Fantasies, Styx Comics Service, 
and is also available by subscription (only in Canada and U.S.A.). One year (4 
issues): $9 CAN or $7 US. Draw your check or money order to Protoculture Addicts. 
Also available in your Local comic book store. Ask for it. $2.95 Cdn. or $2.25 US for 
each issue, 


NO part of this fanzine (articles and artwork) may be reproduced in ANY form, 
for ANY reason, WITHOUT written permission from the Publisher of Protoculture 
Addicts, -=%=-  Protoculture Addicts acknowledges the studios, creators and 
copyright/trademark holders of the works and any related names and images mentioned 
or pictured in this publication (series, characters, designs), and do not seek to 
infringe on those rights. -=%- All rights to articles and artwork revert to the 
respective writers and artists upon publication of this fanzine but originals are not 
given back unless previously requested. -=*- The writers/contributors are 
responsible for their views which are not necessarily those of Protoculture Addicts 
or Harmony Gold U.S.A., Inc. 


Robotech is a Copyright €) 1985 of Harmony Gold U.S.A., Inc./Tatsunoko Preduc- 
tion Co., Inc. All rights reserved. Robotech is a trademark owned by Harmony Gold. 
Robotech II: The Sentinels is Copyright () 1987 of Harmony Gold U.S.A. Inc. All 
rights reserved. Harmony Gold U.S.A. owns no rights in and to the properties other 
than Robotech and The Sentinels, Harmony Gold U.S.A. Inc. disclaim all 
responsibilities on those properties. 


The Palladium Books’ Robotech Role-Playing Game (RPG) is Copyright (> 1983, 
1984, 1985, 1986, 1987, 1988 Kevin Siembieda. Palladium Books is a registered 
trademark owned by Kevin Siembieda. 


Second Class Mail Registration No. 8187. POSTMASTER: Send address changes to: 
Protoculture Addicts, P.0. Box 35, Stn, Abhuntsic, Montreal, Qc., Canada, H3L 3N5. 
Return Postage Guaranteed. 


CONTENTS 


BOUTORIAL, “by: Alain DNbreuih s. co3 5.5 cee iaeean saineias eas rthen ss 5 
THE VOICE OF FREEDOM FIGHTERS (LETTERS)..................ccceseeeee 6 
ROBOTECH STUDIES 3 

The Shaping of Protoculture, by Alain Dubreuil.................00-8 9 
Robotech Trivia (4), by Kent Gravelle............ceccsesees vee ea es 9 
Uh?! (3), by Jean Carriéres & Alain Dubrevil.................0.0068 10 
The Zentraedi Way (3), by Jean Carriéres ede 
Making the Valkyrie 2 Reality (2), by Peter B. Halley.............. 16 
Myr Les: (2s Pe. seas attics oa cusaabiaes aM sahoalaie cn sagtaie viaronenia tase 20 
MELViavANSWORS sc /ce vend hag ses ere dne enenee Nese eee akeatsieod nese 34 
INTERVIEW 

Jack McKinney (1), by Michel Gareau.............cccceeceeeeeee oreo 13 
FANART S20 oats tu Seounth cha Reread anil cee eanea iva eartie (ei 19 
VERITECH LOG (RPG'S OPTIONAL RULES) 

Randon Hit Location Tables (Invid), by W. Kludy...........0..ce 22 
MICROMIAN DAILY (ROBOTEGH NEWS). ...... 0.0... ccccseeeeceeereereerees 25 


FANIMANGA (JAPANIMATION & MANGA) 
Tezer-Gne, by André DUBOIS coc. ere cebececsved tx var ee cvaruenens’ ar 
MEXTON RPG (1): Introduction, by Jean Carriéres.... 

News & Reviews, by Alain Dubreuil & Claude J. Pelletier 


ILLUSTRATIONS (Summer Special!!) 
Appleseed (Masumune Shirow/liclipse)............secsesseeseesenseeee 32 
ARTHIC Design Works (B-Club special; pp. 16, 20, 22, 78, 79, 81, 

82, 147) 22, 23, 26, 27, 28 
Captain Harlock (Reiji Matsumoto/Eternity/B. Dunn).. sta 
Math Collins ec cimcredev ances 


Cyber 7 (Shuhu Itahashi/Eclipse) . . 30, 32 
DirtyePair: I (UcLipse) vcitnimtaeseriecsaerteaassos seca erate 31, 32 
Michel -Gareall ech, vccactoae tare swells t.¥e uoieeg er nosade cece s 

Stéphane Gauthier. . 

PetersBe Halley: sea swtasosdeta ne sacmelen encreciemees faz ncn rots 

John Ishibu (computer artwork).............cccceseecee eves se een eee 34 
Rick Ran ciate tvcaniserseutracpawnestmtues sPegeweregnsiee es vie dred ul 
Ninja High School (Btermity/Ben Dunn)...........:0e0ccesseeee eee ees 31 
Jean-Pierre Normand nade: 
Robotech II: The Sentinels (digitalized frame).................0005 9 
Robotech II: The Sentinels (Comic: Eternity/J. Waltrip)............ 26 
Robotech II: The Sentinels/Malcontent Uprisings (Eternity/M. Ling) 25 
Shuriken (Eternity/C. Taylor/D. Richardson)...............:.ee0eee 31 
MAT SOMMEAP Nan ashvior sas ge saseneeca rin cczameea . 
Star Blazers (Yoshinobu Nishizaki/Westchester Film/Comico)......... 30 


This is animation 2: Macross (Shogakukan/83; pp. 47, 56, 78): 6, 8, 22 
This is animation: Macross Mecanical Portfolio (Shogakukan/1983)... 16 
Enru Townsend (computer artwork)...............0.cccceeee eee eeeene Q 


EDITORIAL 


As you can see this June issue is in 
fact released in July, We try very hard to 
stay put with our schedule but if your 
fanzine is a couple of weeks late from the 
announced month of release, worry not, it is 
on its way to you. Another thing is that we 
now use bulk rate services in order to drop 
the mail fees and give you a better contents. 
This means that we ship copies only when 
there is an issue coming out. So new 
subscribers have to wait till next issue 
before receiving P.A. and umless they ask 
prior to the release, they will not be able 
to get back issues before three other months 
(with the next shipment), Those are the 
regulations for our bulk rate service; sorry 
for the inconvenience. 


This issue of P.A, contains a lot of 
interesting features. You will be happy to 
tead the first part of Jack McKinney's 
interview, the second part of Peter Halley's 
Reality-Based Veritech plus new things like 
reviews on Iczer One and an introduction to 
the Mekton RPG section: ve are keeping 
ourselves busy! 


We will see you back around the end of 
September with the conclusion to Jack 
McKinney's interview and Peter Halley's 
article, more of Mekton and also with infos 
from our presence at San Diego Comic Con (see 
you there!), We may also have another 
surprise for you before the end of the year 
(just hope and pray...) 


A last thing before 1 go. I am glad 
Robotech is going nicely with the success of 
Eternity's Sentinels’ comic book and their 
other Robotech projects (38000 copies [S$ 
good), with the RPC and both Macross and 
Sentinels tapes selling well (we will know in 
June concerning the possible release of 
Masters and NC tapes). The 18th novel from 
Jack McKinney, next Spring, will put a nice 
topping to this success. Watch for the series 
possibly coming back soon on cable 
networks. .. 

Alain Dubreuil 


THE WOUCE OF RRIEIDOM IRIGIETIERS 


Here is a selection of letters from the 
piles we received during the last nonths. 


"Fellow Addicts: 


I just received my first issue of P.A. 
(your second issue), and I can not put into 
words what a great job all of you have done. 
It is a welcome change from the former 
ROBOTECH Fan Club I was with (the one that 
bit the big one). 

From the artwork to the stories to the 
gaming hints,it has got it all (well, almost 
all). I have but one tiny suggestion. How 
about a "pen-pal” type of arrangement. Where 
Addicts from both countries can get together 
by mail. 

In my four years of being a Robotech 
Fan, I have never come across a better fan 
organization than this one you folks have got 
going here, 

Even though the shows are not on the 
air, you people are doing a tremendous job at 
keeping the spirit going. 

Well, I think I've said what I came here 
to say, so I will bid you a fond (temporary I 
hope) farewell. 

Keep em’ Flyin' 


Yours till’ your Battloid rusts," 


Stephen Pfeiffer 
Farmington, NY, USA 


- Well Stephen we are MOT a fan club. 
Nevertheless, we are trying very hard to 
please as many fans as we can and we did, 
indeed, launch a pen pal colum in P.A. 4 
asking our readers that want their full 
address published to write to us and include 
their interests: correspondence, RPG players 
or GH search, ete. ‘Hope it will help you out 
there. 


"Dear PA people, 


Well, you've asked us time and again to 
write in with comments and fan-art; so here I 


an! I can’t tell you enough what a wonderful 
job you guys have done with the fanzine! Your 
style is professional, the articles both fun 
and interesting, and the layout... what can I 
say?,..Gorgeous! It’s well worth twice the 
subscription price! 

It is so nice to know that ROBOTECH is 
not dead after all and that there are so many 
fans still excited over it! I'd be thankful 
to you if you could relate a special BRAVO! 
to Terry Messner for his work in finally 
convincing HBO to take a closer look at the 
series. Back in early 1987 I tried for nearly 
six months (With a phone bill of nearly 
$200.00) to get the private channels’ 
attention; with no success, It's nice to know 
that I wasn't alone, or insane after all! 

I would also like to know how I could go 
about ordering "gift subscription" for a 
friend of mine. There are still so many RDF 
fans, that know about the "Kiddie-Klubs" but 
are completely in the dark about you guys up 
there in Montreal, that I thought it would be 
nice to “Spread the word" by force feeding 
some of them; so to speak. 


Keep up the good work!" 


Lori Green 
Fairfax Station, VA, USA 


- Thanks for your feedback Lori. All efforts 
done by fans to eventually give Robotech a 
new broadcaster are commendable. We count on 
you all to spread the word. Here at P.A. we 
have to devote all our time giving you the 
best fanzine we can. We are giving the 
Robotech fandom the "glue" it needs to remain 


strong. 


"Dear P.A. staff, 


First of all, I would like to 
congratulate all of you on this tremendous 
effort and I salute each and every one of you 
on your fanatical search for detail 
concerning the Robotech Entity! I am 21 years 
old and a former Aviation Electronics Tech in 
the U.S. Navy. This should partially explain 
ny interest in Robotech if you know what I 
pean. I have been following the series ever 
since its premiere (in America anyway!) on 
March of 1985 and I have been a loyal fan 


even to this day. 

Ihave collected many things concerning 
Robotech to help me understand the story as 
well as the technical capabilities of the 
many types of Mecha presented throughout the 
series. Never in my life have I ever been so 
impressed with any piece of anime as I have 
deen with Robotech, the ultimate compilation 
of three separate japanese anime series into 
such a story that it still lives in all of 
our minds with amazing anticipation. The 
story itself is an incredible epic journey 
which totally changes the destiny of mankind 
and presents the audience with a brave 
envisionment of how humanity hastily develops 
alien technological skills and while adapting 
this to human technology, our heroes deal 
with a galaxy of evil foes bent on achieving 
the ultimate power of what is known as 
protocul ture. 

Robotech is truly everything I ever 
hoped to see in a show of so many interests 
put into a series of major events that always 
had something new to show. This is what I 
think is the appeal of Robotech to so many 
fans around the viewing hemisphere. To put it 


more simply, this show is basically 
everything I ever wanted in a show!! (...) 
By the way, don’t you think it's 


interesting how the Macross Veritech Fighter 
looks similar to the U.S. Navy's F-14 
Tomcat?! Oh ya, I really loved the section 
about the Top Ten UH?! My father always makes 
fun of the way that all Asian film 
translations do that! 


Thank You Sincerely and Until 1 Write 
Again," 


Troy Jackson 
El Paso, TX, USA 


- Your pleading in favor of Robotech's 
qualities is both touching and thoughtful. I 
hope that with fans like you our fandom will 
grow to be a force in North America. 


"To the Editor, 
When I first started watching Robotech 
it was with episode “Bye Bye Mars". For a 


while, Like a majority of people, I grew not 
to like Minmei, WELL... After thinking about 


7 


it, if it wasn't for Minmei, there would be 
no suspense about a love triangle, no music 
and it would be like all the other ‘bash the 
aliens' shows. I started to like Minmei and 
even felt sorry for her at the end of the 
Macross saga. At that time she really had no 
one to turn to, Maybe she grew up a little 
after Khyron's attack. Looking at it an other 
way, I went to a convention where Carl Macek 
was attending and when the name of Minmei 
came up, I sensed a lot of emotion in the 
air. People really felt strongly about her, 
which is why Robotech was so different; 
people respond strongly to some of the 
characters. (I can not feel very strongly for 
a Smurf). So what am I saying... Look at the 
movie Macross, look at the way Minmei was 
acted out in the movie. To me she was a 
little more mature and not so bad after all. 
I ama little tired of ‘Ninnei bashing’. Give 
her a chance! ! 


Thanks a lot for a well done Fanzine!!!" 


Grege Owens 
Loma Linda, CA, USA 


- A nice opinion letter in defence of Minmei. 
Minwei's bashers out there, don't you think 
she deserves more? <vouldn't you agree Jean?> 


"Dear P.A., 


I'm sorry for such a delay in 
responding. I am completely overjoyed with 
what you're doing, and it's like this. 
abotech has become, for me like a best 
friend, I started watching it when I was 13 
and have seen the complete series about 4 
times. When I first saw it I thought it was a 
ittle deep and too emotional but then I got 
into it more and more and recognized it as 
one of a kind. 

I guess I've always been a fan of 
japanimation. 1 faintly remember from my 
childhood years such sagas as Battle of the 
Planets, Galaxy Express, Grandizer, and 
others like the Shogun series. Robotech was 
ifferent though because of its length and 
continuity. The characters are like friends 
to me because I] have recognized their 
qualities as those of people I know and 


respect, and watching it again is like 
revisiting old friends and old places. I was 
really disgusted when they took it off the 
air and even more when they failed to put it 
back on, after all the petitions and 
phonecalls, 

IT heard soon after that the Sentinels, a 
fourth series would be completed. Not only 
would this mean a revival for Robotech but at 
last there would be the missing link filling 
in all the questions. As we all know it was 
never finished. The books tell the story but 
we're missing the animation and mecha that 
made it famous. I have seen the Sentinels 
tape but it only adds salt to the wound. I 
hope people show interest in the tape and the 
series is eventually continued, as they said 
it might. 

Also, as soon as I heard Palladium was 
starting a Role Playing series I snatched the 
first book up. Today I have everything 
available for Robotech from Palladium, I do 
find your role playing section very helpful, 
and I've had a lot of ideas for the Robotech 
RPG I'd like to contribute. As you can tell I 
an slightly fanatical about Robotech. 

Anyway keep up the great, good, 
excellent work and I'l] be sending some stuff 
soon! 


A seni-fanatical Protoculture Addict," 


Dale Hug 
Creen Bay, WI, USA 


- 1 hope that all “somi-fanatical" 
Protoculture Addicts are at least as devoted 
as you are, Thank you for such a sensitive 
letter. 


"Dear PA, 


What is this "UH?!" colum. I thought 
when you loved a series, you first tried to 
explain problems, not find them. I really 
enjoy the colum, but as your attitude became 
clear on Episode 17, I decided Robotech 
needed someone to speak up for it. 

On Episode 13, problem three, don't you 
think the people of Hacross city would have 
kept joints and other obvious ship components 
discreetly covered. The citizens of Macross 


wanted to get on with their lives, not 
constantly be reminded that they were on a 
ship that could be destroyed in combat any 
ninute, 

On Episode 15, the SDF-1 could have put 
down in the Bering straits. For one, maybe 
they just didn’t happen to show any icebergs. 
Maybe icebergs would be rare in a world of 
warming trends that went unchecked for years 
of Global Civil War. It was Minmei's not 
Rick's fanjet, that probably had quite enough 
range and speed to make it as far as Japan 
and. back. 

In the report Gloval and Lisa make, a 
ship is gone for a year after the Earth is 
attacked by aliens, I'm surprised the report 
didn't take longer. 

Finally, don't they cal 
the land of the midnight sun. 

On Episode 16, maybe this giant sized 
woman just had a deep voice, as you would 
expect of a giant. 

I hope you can be more charitable and 
quicker to solve problems then to show them 


that territory 


in the future. I like the column but don't 
like seeing it ruined by people too quick to 
condemn. 


Your Faithful Reader," 


Joshua Follick 
Albuquerque, NM, USA 


- Well, I guess you don't see things like we 
do at P.A. We do not want to condemn 
Robotech. Speaking and even joking about its 
weaknesses does not mean that we do not 
tecognize its eminent qualities. It is part 
of the fanic attitude. Do you think we would 
have taken the trouble of making a fanzine 
about this particular animation if we did not 
feel that it was special, one of a kind? 
Anyway we welcome all kind of feedback at 
P.A. and even if negative comments are very 
rare, we do find a place for them too. 


Alain Dubreuil 


THE SHAPING OF PROTOCULTURE 


P.A. RESPONDS TO READERS 


- Some of you asked us for a way to find 
across: the Hovie in English, The american 
adaptation, Clash of the Bionoids, is 
available along with a list of other english 
tranlations of your favorite japanese 
animations at Books Nippan, 1123 Dominguez 
St., Unit K, Carson CA 90746, Attn.: David 
Riddick. Write and ask for their catalog ($3 
Us). 


- Others made demands concerning the famous 
Robotech: the Movie. Canon Films has the 
rights for this one; let them know that you 
want to see it: Canon films, Int/Deborah 
Snyder, 640 San Vicente Blvd., Los Angeles CA 


Welcome to the first installment of 
Tough Robotech Trivia. This should be a lot 
of fun for all you know-it-all Robotech fans 
out there. Some of the questions are pretty 
tough... 

Kent Gravelle 
Oklahoma City 


1. What is the name of Rick Hunter's father? 

m't give me Pop Hunter. 

at is the Japanese name for the SDF-1? 

ere was the SDF-2 built? 

at is the name of the nightelub where 

Scott Bernard first met Lancer? 

0 is the mayor of Macross City? 

§. In the American television series, what 

is the original name of the episode: 

‘arewell, Big Brother? 

7. In the Japanese series, what is the name 

of Roy Fokker? 

8. iho wrote Alien’ Psychology? 

9, Who had the most letters printed in the 

three Robotech comic books? 

ow many soldiers died at point Kk? 

IL. What does GERVALK stand for? 

at is Khyron's nickname? 

13. Who always write, "Just trying to be", 
just before signing his name? 
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90048, USA. 


- For information on Anime: send a legal- 
sized Self-Addressed-Stamped Enveloppe (SASE) 
+ 25 cents to: Cartoon/Fantasy Organization 
ATTN: Club Information, P.0. Box 18261, San 
Antonio, TX 78218-0261, USA. 


- Some Pen Pals: 


Mare J. Roman, 2707 N. Poplar Ave., 


Tampa, FL 33602 USA (Robotech 
Correspondance). 
Brian Babendererde, 480 Bode Rd., 


TRIVIA 


14. What does the CUP stand for? 

15, How fast can a Super-Veritech go (with 
turbo boosters)? 

16, Carl Macek is the only person in the U.S. 
to have what college degree? 

1]. How old is Louie Nichols? 

18. what is Miriya’s last name? Don't give me 
Sterling. 

19, What is the exact date of the initial 
Zentraedi attack on Earth? 

20. What does the abbreviation, A-JACS, stand 


for? 


Hoffman Estates, IL 60194 USA 


(Correspondance) 


Douglas Orlowski, 135 Blanchard St., 
Thunderbay, On. P7A 7J6, Canada 
(anime correspondance} 


- By the way, we remind you fans that it is 
illegal to copy videos. If everybody copies 
their friends’ anime tapes, the sales will 
drop, companies will face bankruptcy and then 
no more anime. If you want the fruits don't 
kill the tree! 

Alain Dubreuil 


at are the names of the two aircraft 
carriers that were attached to the SDF- 
9 
22. What are the measurements of Minmei, 
according to the comic book? 

23. What is the name of Rick Hunter's circus 
lane? 


KR 
Be 
= 


24. Who is the only major Robotech character 
that smokes, not including Captain 
Gloval? 

25. What is the name of Claudia Grant's 


rother? 


J 


UH?! 


Episode 25: 

- Please recall Episode 24: Max sets a date 
with Niriya at 9:00 AM the next day. Now, we 
see him waiting for her late at night the 
same evening. Does he REALLY expect her to 
show up?! 

- We couldn’t let that one pass, it's way too 
obvious. We knew love could move mountains 
but that it could make lovers (Max & Miriya) 
levitate?!! 

- Well, this time it is not that obvious, 
When Yax is talking about his wedding with 
Rick, we see that the latter's elbow is on 
the table behind his spilled coffee. Well, 
look closer. The coffee is higher than the 
elbov. So, Max can also make coffee 
levitate?! A while later, when Rick is 
talking with Miriya, it is now the saucer 
which is hovering over the table... Gee! A 
flying saucer! This is a REAL one! 

- When Minmei extends her congratulations to 
Max & Miriya, we see her walking and the 
background is moving accordingly. Then the 
background stops but she keeps moving. Cheap 
excuse but we can only guess that, this close 
to the married couple, she has started 
levitating. 
- Just after the red alert is called, there 
is a Veritech pilot telling Max that he's 
excused from this battle. At the same moment, 
while the room is being evacuated we see 
thirteen identical male characters passing in 
front of this Veritech pilot. Do they have 
clones on the SDF-1? 


Episode 26: 

- Azonia says she has reported her findings 
to Dolza and that the Main Fleet is coming. 
Shortly after, the fleet DOES arrive, no more 
than 30 mins. or so after her call. Last time 
Rick, Lisa, Max & Ben were brought to the 
Main Fleet, it took them many hours. Boy are 
they in a rush to get a piece of the SDF-1! 


Episode 27: 


-We see a few maps of the world on the 
screens at Alaska Base, They stink! Is that 
really Earth? Before or after the final 
battle? 

- From the destruction of the 3 towers until 


the Alaska Base map scenes (see next comment, 
by the way), the destruction sequences are 
borrowed from the crashing of the SDF-1 on 
Earth. Alpha & Omega. The end mects the 
beginning. The loop is made. We TOLD you this 
show was metaphysical, not for kids only. 

- Just after that, we now see another map of 
the world on Alaska base's screens. Boy is it 
better looking now! This animator knows more 
about geography than the previous one. But if 
it was the same one who did both backgrounds 
he probably had his hands slapped for lousy 
job and is getting serious now. 

- While Earth is getting destroyed before 
Rick and Minmei's eyes, we hear one of the 
songs of the famous singer while at the same 
time we see her talking or is it babbling? 
(Jean says it's babbling) What did she have 
to say that we cannot hear? Is she swaring 
while the song and music covers all this 
fishy sequence? 

- The Map Saga continues. After Minmei sings 


CHROMICLE OF THE ODD & BIZARRE IN ROBOTECH 


in Rick’s room, we switch back to Alaska Base 
and there, once again, LOUSY maps. Even 
though the animators fingers were slapped, we 
know old habits die hard. 

- Well, not a very good lip-sync from Minmei 
while Kyle comes to see her on the bridge 
(kissing and singing at the same time Looks 
strange), Anyway the kiss is quite effective 


on Zentraedi’s morale so we will not 
insist... 
- Just after Khyron starts planning a 


treacherous attack on Breetai, we see many 
mechas firing. In the background, there's 
this little nifty mecha from the upcoming 
Orguss series (except that the shield is on 
the wrong arm). But that should come as no 
surprise since we all know that Orguss’ story 
is about crossed dimensions... 

- Let's finish this quite thick episode with 
an annoying detail. Rick and Lisa are getting 
back to the SDF-1 and while she has her arms 
around Rick's neck she still manages, twice, 


erie! 
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TOP UH?! 


Here is the final results of the Top 1- Dana: 


Uh?! for the 24 episodes of the Robotech 
Masters series. We guess vhat we are doing 
does not need a presentation anymore... Those 
who do not know what we are doing will not 
think we are crazy, oops! We said it! 


100. 7- Zor: 31 
2- Bowie: 70  8- Musica: 18 
3- Angelo: 61 9- Emerson: 14 
4- Louie: 36 10- Marie: ul 
5- Sean: © 34 11- Leonard: 6 
6- Nova: 32 12- The Masters: 2 


to put her left hand on his... How can she do 
that? 


Episode 28: 
- In two years the empty crater in which the 


SDF-1 landed filled itself of water to the 
top. We evaluate that the submerged part of 
the SDF-1 is roughly 500 meters high. Civen a 
roughly spherical crater we assume that the 
radius of this half-sphere’s volume is: 4pi 
R3/3; half of this would be the volume of our 
crater, This velume is 26 million m3 which 
amounts to 26 billion liters. Since some of 
this volume is occupied by the SDF-1, we will 
substract a generous 10 billion liters (based 
on calculations), This leaves us with 250 
billion liters over two years or 730 days. 


The average daily increase of water in the 
crater is over 340 million liters. Bring out 
the umbrellas and the gondolas (there will be 
a flood soon). 

- After the concert, Kyle has a fascinating 
bottle in his hand. One moment it's there, 
then it isn't, It changes hands and is never 


empty. He kicks and breaks it but it keeps - 


blinking in & out of his hands. A new marvel 
of protoculture... Liquid protoculture (?). 


Episode 29: 
- As Minmei notices the wrecked corner of her 


toon at her uncle & aunt's place, she 
remenbers her first meeting with Rick when he 
crashed with a Veritech. If that IS related, 
itis awee bit far fetched since that was 
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the building on Macross Island, which was 
rebuilt a couple of times on the SDF-1 then 
once again back on Earth. What lengths people 
go to for souvenirs! 


Episode 30: 
- Not much to say about this episode but, did 


you notice the strange body movement of Rick 
while he is talking with Lisa about Minmei? 
In fact, a small left-right movement from the 
upper part of his body. Boy is he upset! He 
doesn't want Lisa to snoop into his private 
life, he is totally against it! 


Jean Carriéres & Alain Dubrevil 


THE ZENTRAEDI WAY 


HOW THEY LIVE! 


Most experts on the Zentraedi phenomenon 
are well versed in their background and 
accomplishments. Little is known, however, 
about the daily tasks of a Zentraedi soldier. 
They do not stay idle or put between fights. 
In fact, they live avery full life, though 
it is mostly war-oriented. We will not get 
into the boring daily details but instead 
will concentrate on these particular duties 
that make a Zentraedi what he is. 


RAKH "DAR: 


This daily training has for goal the 
testing and improving of a Zentraedi pain 
threshold. He must, for instance, climb an 
electrified, nearly flat wall 500 meters high 
(by electrified, we mean enough voltage to 
fry a small elephant); run for 100 kilometers 
(daily) while sustaining stunrifle fire; 
spend a few hours in 0-G then a few more in 
20¢; stay in void for some time then some 
more in toxic atmosphere; the list is 
endless. e Masters might have created 
mindless warriors but they never were the 
easy cannon fodder they might have believed 
to be. True, alot died in combat, but it 
was not for lack of training, it was for lack 
of effective equipment. Had they actually 
been provided with human-quality wechas, they 
would have won the First Robotech War 
singlehandedly. There was actually not much 
a Zentraedi could not tolerate, short of 
mecha weaponry. 


SYCH-UP SESSIONS: 


During these daily sessions, a Zentraedi 
was more or less brainwashed so as to 
reinforce his military training and 
knowledge. True, they DID have limited 
learning capacities, yet anything related to 
combat was easily absorbed. Anything 
relating to human emotions or feelings was 
eradicated (actually, this is untrue; though 
it was brutally and strongly suppressed, it 
was never entirely deleted; the First 
Robotech War made that point. very clearly). 


These Sych-up sessions would take up to an 
hour daily. During these, a Zentraedi would 
be sitting in a chair in a holoroom where a 
full environment would be created so that he 
could easily memorize the visual information. 
He would be shown combat techniques, 
Zentraedi accomplishments and victories, 
crushing of the losers, glory of the Masters, 
anything that would reinforce his loyalty to 
the Zentraedi cause and strengthen his 
conditioning. It appears that these sessions 
were extremely potent, for the Zentraedi 
prospered for centuries, yet nowhere strong 
enough to resist the powerful voice of Minmei 
(Gaawd, I can't believe it's me writing 


that...). The young human singer could 
apparently stir something in them the 
Sych-up sessions hadn't been able to 
eliminate. 

WEAPONRY CARE: 


Of course, all Zentraedi had to spend 
some time every day to take care of their own 
weaponry and that of their battle pod. They 
would also be assigned one or even a few ship 
weapons to take care of. Weapon care 
basically consisted of cleaning/dusting, 
greasing, powering and otherwise checking the 
weapon itself. There were no major repairs 
involved. When a weapon appeared slightly 
inefficient or damaged, it was thrown and 
replaced. Replacements were not lacking. 


Zentraedis were believed to have almost at 
all times the double of the weaponry they 
needed, in case of hardware failure. A 
necessary precaution when you do not have the 
knowledge to repair what has been damaged. 


RELAXATION: 


Yes, even Zentraedi D0 relax once ina 
while. They actually had the equivalent of 
human messes where they could meet, drink, 
brag and brawl. The ideal place to get rid 
of whatever tensions they might have. Also, 
nany Zentraedi officers would plant observers 
in the mess to get a "feel" of their men and 
be aware of possible trouble. Unfortunately, 
it appears that these “observers" were 
contaminated during the First Robotech War 
and never reported to Breetai what was going 
on,  Yhen he learned about it, it was too 
late. The relaxation time of a Zentraedi 
would be of up to 5 hours daily, depending on 
his ability to finish his work/training 
quickly. It is during these hours that they 
would be resembling humans the most. 


As it has been seen, the Zentraedi 
Warrior is much less the anonyn, mindless 
"red shirt" expendable piece of meat we were 
led to believe. 


(See Joshua? I'm not THAT much of a 
bigot...!) JIC 
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JACK McKINNEY 


Many of you folks asked for an interview 
with Jack McKinney, the well-known author of 
the ROBOTECH novels. We thought that it would 
be a great idea. Last spring we arranged a 
meeting with Jack and after chatting a little 
Thad the opportunity of doing that special 
interview. So fasten your seat belts, here it 
goes... 


P.A. : We know you have written many other 
books besides the ROBOTECH ones. For*the 
benefit of our curiosity could you enumerate 
a few of them ? 


J.M.2 No. 

I choose to separate my Robotech work 
from my other stuff because I knew there'd be 
such strong reader indentification of the 
series author with Robotech itself. while I'm 
extremely happy with and proud of how the 
series turned out, my other work is something 
I want distanced from it, to be judged on 
separate merits -- or lack of same, 

I have stuff on the Fantasy and SF 
shelves, as well as mainstream novels. 
Several of the latter take place in Central 
and South America. Two more, sheduled for the 
near future, are set on the Pacific Rim and 


ROBOTECH II: 


LYNN MINMET 


JANICE EM 


in the Himalayas, respectively. I'm also 
nursing along a long $.F. novel and a couple 
of shorter books. 


P.A. : When was the very first time you heard 
about ROBOTECH and how were you Drought to 
write the project of adapting them? 


J.M.: I've done a number a novels for 
Ballantine and Del Rey Books, including some 
tie-ins. It’s always worked out well, and I 
suppose they thought I had the necessary 
background . 

As for hearing about Robotech, I’d come 
across the advertisement for "Macross, the 
videotape" in Heavy Metal years ago, but 
thought nothing about it. I also recall 
hearing the name Robotech in a bar 
conversation in Manila, one of those bull 


sessions that happen when people cross 
trails. 
It first really impinged on ay 


consciousness when I was asked to script for 
another animated series, years back, but I 
can't say I took any particular notice of it. 

Of course, once Risa Kessler, at 
Ballantine, approached me about the project, 
I return on the TV and caught whatever 


THE SENTINELS 


RICHARD 4. HUNTER 


LISA HAYES-HUNTER 
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INTERVIEW 


episodes I could find. But since I was on the 
road, 1 was seeing episodes at random. Damed 
if I could figure them out. 


P.A. : What kind of material or support did 
you used to help write the books and how did 
you proceed ? 


J.M.: Twas flown to L.A. and spent several 
days at the harmony Gold offices there. 
Gariella Aranda had prepared a full schedule 
of screenings and meetings. 

The HG people were wonderfully helpful 
and receptive, from the top on down. I spent 
quite a lot of time talking with Carl Macek, 
I was given ROBOTECH ART #1, and VCR tapes of 
all 85 episodes. I was also given a huge 
information packet’ -- piles of background 
information, production drawings and sketches 
of mecha, characters, vessels, weapons and so 
forth. I was parcel-posted all 85 scripts. I 
got role-playing data, all sorts of tie-in 
products, toys, comics -- MOUNDS of material! 

Risa Kessler and [ talked, deciding on a 
series of a dozen books, 1 divided the 
episodes accordingly, making the breaks at 
what I thought to be the best spots in terms 
of continuity and dramatic value. 


VINCE GRANT 


JONATHAN WOLFF 


ROBOTECH II: 


THE SENTINELS 
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I killed two VHS format VCRs in the 
course of that series.. Or at least, I made 
them terminal; they lie around the house now, 
moaning and refusing to do more than show 
prerecorded tapes, badly. It was cheaper to 
buy new machines than try to keep them 
working up to par. 

That came from months of grinding the 
episode tapes back and forth, fast-forward 
and reverse, freeze-framing endlessly, and so 
forth. 1 must have watched some sequences 15, 
20 times and more, to get them down-- 
sequences that were only seconds long. 


P.A. : Adapting the existing TV series into 
the novel format must have been one of your 
biggest challenge. Did you meet any major 
difficulties along the way ? 


J.M.: I think you know the answer to that one 
already, Novels -- even novelizations-- 
simply demand more depth and complexity to 
characters, or they just don't work, so I had 
to get the character to internalize. This 
sometimes meant inventing a lot of background 
that hadn’t existed -- Yellow Dancer's 
Japanese theatrical training, for instance. 

Too, there were certain inconsistancies 
in the series, which wasn't surprising, in 
view of the time constraints under which 
Harmony Gold was operating at the time (I 
believe that was mentioned in P.A. interview 
with Carl Macek). I untangled or revamped 
those as best I could. 


In the case of Sentinels, I had to move 
avay from the completed scripts. Most of them 
were inferior, illogical or irrelevant (Note 
of P.A.: those were incomplete drafts that 
would have been reworked if the series hadn’t 
been cancelled). That made Sentinels a much 
harder job, book for book, than the first 
twelve. 


P.A. : What is your best souvenir? 


JM.: Several quarterly bank statements I 
have from that period. Also, a number of 
original cels very kindly given to me by Carl 
Macek. And, I must add, a lot of very kind 
fan mail. 


P.A, : Can you tell us which one of the 
ROBOTECH characters is your favorite? 


J.M.: Ummm... the "street photographer™ 
robot from Macross. 


[to be continued in next issue] 
Michel Gareau 
The views presented in the preceding 


interview are not necessary those of Harmony 
Gold U.S.A., Ine. 


ROBOTECH II: 


REGIS 


"Jack McKinney has been a psychiatric 
aide, fusion-rock guitarist and session man, 
worldwide wilderness guide, and “consultant” 
to the U.S. Military in Southeast Asia 


(although they had to draft him for that)." 
"His numerous other works of mainstream 
radio and 


and science-fiction -- novels, 


television scripts -- have been written under 
various pseudonyms." 

"He resides in Ubud, on the Indonesian 
island of Bali". 


Biographical notice printed in 
Sentinels novels published by 
Ballantine Books. 


THE SENTINELS 
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MAKING THE VERITECH A REALITY 


A short trip through the world of 
aircraft design. 


by Peter B. Halley 


cockpits and 
reality-based Veritech. 


This next segment deals with the 
controls that are in the 


Referring to the 


Front Cockpit Layout, the numbered arrows 
point to the following: 


wn 


1. Cabin lights control panel 
2. Flaps control panel 

3, 
4 


Landing gear control panel 
Ehgine-slave-to-throttle 
indicator 


panel /status 


.. Store display 


Standby Attitude/Direction Indicator 
(also known as ADI, or "artificial 
horizon") 


. Standby altimeter 

. Vertical situation/terrain display 

. Standby airspeed indicator 

. Standby fuel gauge 

. Horizontal situation display 

. Communications control display 

. Caution display panel 

. Oxygen control/cabine pressure panel 

. Map/data storage container 

. Arm rest 

. Side-mounted control stick 

. Starboard rudder pedal 

. Standby starboard main engine tachometer 
. Standby port main engine tachometer 

. Engine status display (RPM, temp., oil 


pressure, etc.) 


. Clock 

. Standby compass 

. Port rudder pedal 
. Throttle grip 

. Ejection handle 


At this point some explanations are 


probably required. You may be wondering why 
all the gauges are labelled "standby"; this 
is because all necessary information is put 
through the centrally-mounted display/control 


screens and onto the HUD. The gauges are 


there in case of massive failure of t 
triply-redundant electrical system, 


One thing I had totally create was the 


engine-slave-to-throttle panel. The "tap 
gauges indicate engine setting; with tl 


switch at the top of a "tape" gauge set one 


way, that engine is controlled by t 


throttle setting. Set the other way, the 


"tape" gauge is a touch-sensitive thrott 


control for that engine. All of this is 
necessary because we're dealing with four 


1 


engines here: the two main engines in tl 


le 


e 


le 


& 
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"legs" and the two secondary engines that 


come into play in Guardian mode. 


Some further explanations: 


- The Stores Display shows the pilot the 
status of his fuel and weapons. 

- The Horizontal Situation Display combines 
radar information and a computer- 
generated map of the current terrain. 

- The Vertical Situation Display is a 
computer-generated view of what the 
pilot is seeing through the canopy, with 
threats and optimum flight path 
integrated into the terrain. 


Turning our attention to the Pilot's 
Controls: 


1. Radar cursor control 
2. Weapons-next toggle 
3, HUD mode control 
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4. Thumb rest 

5. Weapons release 

6. Trim 

7, Radar designate/return-to-search toggle 

8. Gun/camera trigger 

9. Radio transmit switch 

. Airbrake up/down toggle 

. Flaps up/down toggle 

. Throttle lock/unlock 

. Thumb rest 

. This shows the 90-degree rotation of the 
throttle. This rotation controls 
engine/"leg” rotation; 10 degrees of 
throttle rotation yields 20 degrees of 
leg rotation. 


The only thing that might require 
explanation here is the word "trim". This is 
analogous to cruise control on a car: you 
adjust the controls to the desired neutral 
point, hit the trim switch, and you no longer 
have to pull the stick back to keep that turn 
you're in. 


Recall that the Veritech is staffed by a 
radar/weapons officer as well as a pilot. We 


lei 


ciate Tits 
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now look at the Rear Cockpit Layout: 


DEBS Swewowrn nV Fore 


. Hydraulics control panel 


Manual canopy crank 


. Canopy ejection handle 

. Cabin lighting control panel 

. Electrical system display/control panel 
. Fuel quantity indicator 

. Fuel flow indicator 

. Clock 

. Countermeasures/IFF control /display 

. Radar/ap display 

. Threat identity display/control panel 

. Hydraulic pressure indicator 

. Cabin pressure indicator 

. Backup altimeter 

. Radio/ communications display/ control 


panel 


. Laser designation control 

. Caution/warning display 

. Rear oxygen/pressure control panel 
. Map/data storage container 

. Arorest 

. Engine status display/control panel 
. Ejection handle 
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23, Armrest 
24. Backup electrical system control panel 


A couple of things need explaining here. 
Countermeasures are ways of defeating enemy 
missiles. These break down into two main 
types: 1) Chaff, little silvers of aluminum 
foil, to fuzz-out radar-puided missiles, and 
2) Flares, which trick heat-seeking missiles 
into going after them instead of the 
aircraft. 

IFF stands for Interrogate, Friend-or- 
Foe. It's an electronic way of asking for and 
receiving an identification code. This 
immediately tells you if that speck at two 
niles and closing is hostile or not. 

Some weapons use reflected laser beams 
to home in on. This means that someone must 
hold a laser steady on the target; this 
someone is the radar/weapons officer, using 
the laser designator. 


{To be continued in next issue]. 


Peter B. Halley 
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LOOK UP 


Music and lyrics by: 
Steve Wittmack and 
Michael Bradley 


Voice by: 
Lancer 


Another winter day 

Another grey reminder that what used to 
[be has gone away 

It's really hard to say 

How long we have to live with our insanity 

Wie have top pay for all we use 

We never think before we light the fuse 


CHORUS : 


Look up, look up, Look up the sky is falling 

Look out there's something that you have to 
[do 

Before you try to go outside 

To take in the view 

Look up because the sky could fall on you 


Another restless night 

The wind is howling through the empty streets 
[outside 

We have to hide 

We dare not go outside 

We must not walk into the darkness of the 
{night 

We have to pay for all we use 

ie never think before we light the fuse 


CHORUS 


We have to pay for all we use 
We never think before we light the fuse 


CHORUS (twice -- fade out) 


LYRICS 
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TO BE IN LOVE 


Music by: 
Ulpio Minucci 


Lyrics by: 
Arlon Ober 


Voice by: 
Minmei 


Sometime I dream with open eyes 
I dream of falling in love 


TO BE IN LOVE 
Must be the sweetest feelings 
That a girl can feel 


TO BE IN LOVE 

To live a dream with somebody 
You care about like no one else 
A special man 

A dearest man who needs 

To share his life with you alone 


Who'll hold you close and feels things 

That only love brings 

To know that he is all you own 

To be ny love 

My love must be much more than any other man 
To be in love 


To share ny dream 

My hero 

He must take me where no other can 

Where he will find a brand new world 

A world of thinks we've never seen before 
Where silver suns have golden moons 

Each year has thirteen Junes 


That's what must be for me, 
TO BE IN LOVE 


It’s YOU 


Music by: 
Ulpio Minucci 


Lyrics by: 
Marcia Woods 


Voice by: 
Minnei 


I always thinks of you 
Dream of you late at night 
What do you do 

When I turn out the light? 


No matter who I touch, 
It is you I still see 
It's touch and go 

But no one touches me 


IT'S YOU I miss 

IT’S YOU who's on my mind 

IT'S YOU I cannot leave behind 
It's me who's lost 

The me who lost her heart 

To you who tore my heart apart 


If you still think of me 
How did we come to this 
Wish that I knew 

It is me that you miss. 


Wish that I knew 
It is me that you miss. 


All lyrics Copyright 1985 Harmony Gold Music, 
Inc, 
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RANDOM HIT LOCATION TABLES 


In this issue, we give you more RANDOM 
HIT LOCATION TABLES, continuing the series of 
tables created by William S.H. Kludy which 
began in P.A. #4. Here are the tables for the 
INVID Mecha. JP 


INVID SCOUT & ARMORED SCOUT : Front : Back : 
Hands/Claws (Forearms 01-04 01-02 
Forearms (Upper Arms) 05-39 03-07 
Upper Arms (Main Body) 40-48 08-17 
Legs & Feet (Main Body) 49-66 18-49 
Main Thruster (Main Body) 50-79 
Sensor Eye (Pilot) 67-68 
Main Body (Crew Comp.) 69-94 80-96 
Pulse Beam Canton 

(Main Body)}* 95-00 97-00 


*Armored Scout only. 
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INVID MECHA 


: Bottom : 


01-05 
06-38 
39-44 
45-68 
69-74 
75-76 
77-00 


INVID TROOPER & SHOCK TROOPER : Front : Back : Side : Top : Bottom : 
Hands/Claws (Forearms) 01-09 01-05 01-06 01-05 01-05 


Forearms (Upper Arms) 10-31 06-25 07-35 06-11 06-14 
Upper Arms (Main Body) 32-38 26-28 36-43 12-20 15-16 
Legs & Feet (Main Body) 39-52 29-48 44-60 21=25 17-53 
Main Thruster (Main Body) 49-69 61-67 26-42 54-57 
Sensor Eye (Pilot) 53-54 68-69 58-59 
Main Body (Crew Comp.) 55-80 70-83 70-79 43-69 60-94 
Plasma Cannon (Main body)* 81-00 84-00 80-00 70-00 95-00 


*Shock Trooper only. 


INVID COMMAND UNIT : Front : Back : .Side : Top : Bottom 3: 
Heat Cannons (Main Body) 01-19 01-15 01-22 01-29 01-12 
Mini-Plasma Weapons 

(Main Body) 18-24 22-27 30-32 13-16 
Claws (Arms) 25-28 28-31 33237 17-22 
Arms (Main Body) 29-40 16-32 32-50 38-49 23-36 
Legs & Feet (Main body) 41-66 33=5'9 54 =6':2 50-55 37-60 
Main Thruster (Main body) 60-66 63-67 56-68 61-66 
Sensor Eye (Pilot) 67-68 68-69 67-68 
Main body (Crew Comp.) 69-00 67-00 70-00 69-00 69-00 
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INVID ENFORCER : Front : Back 3: Side : Top : Bottom : 


Hands (Forearms) 01-05 01-03 01-03 01-03 01-04 
Forearms (Upper Arms) 06-16 04-13 04-10 04-08 05-09 
Upper Arms (Main Body) i 17-27 14-21 11-17 09-14 10-14 
Legs (Main Body) 28-40 22-37 18-29 15-19 15-45 
Jet Thruster (Main Body) 38-64 30-49 20-53 46-55 
Energy Rifle (Forearm) 41-51 65-75 50-83% 54-62 56-64 
Energy Shield (Forearm) 52-62 76-85 50-83* 63-71 65-73 
Head & Sensor Eye (Pilot) 63-68 86-89 84-86 72-92 74-75 
Main Body (Pilot) 69-00 90-00 97-00 93-00 76-00 


*Depending upon side viewed. 


INVID RCB : Front ¢: Back 3: Side =: Top : Bottom 
Shielded Forearm (Upperarm) 01-15 01-07 01-20* 01-06 01-05 
Shielded Plasma Cannon Arm 

(Upperarm) 16-31 08-13 01-20* 07-13 06-10 
Upperarms (Main Body) 32-38 14-18 21-28 14-22 11-13 
Hands (Upperarms) 39-45 19-22 29-34 23-26 14-20 
Legs & Feet (Main Body) 46-66 23-40 35-56 ZIW29. 21-51 
Jet Thruster & Missle Pods 

(Main Body) 67-70 41-80 57-71 30-56 52-67 
Head Unit (Main Body) 71-78 81-87 72-77 57-68 68-69 
Main Body (Pilot Comp.) 79-89 88-00 78-92 69-90 70-89 

Reinforced Pilot Comp. 

(Main Body) 90-00 93-00 91-00 90-00 


*Depending upon side viewed 
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MICRONIAN DAILY 


PA'S FIRST YEAR 


Michel Gareau attended the Capital City 
Distr. Trade Show on April 2-4 in Madison and 
was happy to get such positive feedback from 
Great Lakes dealers. You problably noticed an 
article on Protoculture Addicts in Comics 
Buyer's Guide #802 dealing about our first 
anniversary. What a year it was for us 
addicts! Our staff will be at the San Diego 
Comic Gon (August 3-6) to meet Robotech/anime 
fans. AD 


ROBOTECH TALK 


CBG 806 saw published two lengthy 
Robotech-related articles signed by Bob 
Miller. One is a long review of the plot 
story in the three original series. Its 
conclusion about a "This fall" release of The 
Sentinels series and the 260-episode project 
is quite obsolete but even so this article 


can give Robotech a few new fans. The second 
article deals with Robotech: the Movie. The 
author makes a review of this movie very few 
of us ever saw, saying good things about 
soundtrack and vocal talents but having 
mitigated feelings on the mixing of both the 
story and the animation of Megazone 23 part 1 
and Southern Cross. Even so, I hope we can 
someday see this movie on home video. AD 


MALCONTENT UPRISINGS 


Eternity will release this summer 
Robotech II: The Sentinels; The Malcontent 
Uprisings, a 12-issue mini-series by Bill 
Spangler. This is an entirely NEW story 
taking place between Macross and The 
Sentinels, displaying established characters 
(the Sterlings, Wolff, Leonard, etc.) as well 
as new and also some new mecha. The RDF still 
in recovery must face the Malcontents, rebel 
Zentraedi equiped with new power armors, the 


“WA 
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Stingers. The artwork and gray tones will be 
done by Michael Ling, a newcomer at Eternity. 
A ll X 15 poster featuring Seloy (a new 
character) will be available this summer. 
Robotech II: The Sentinels/The Malcontent 
Uprisings is scheduled for release in August. 
In #1, Max is captured by the Malcontents and 
Miriya receives a strange uessage. The 
artwork and the story seems very promising. 
(info: CBG 802 and Eternity). CJP 


SENTINELS COMICS 


David W. Olbrich publisher of Eternity 
Comics announced that The Sentinels series 
received a very good reception. It is so 
popular that the first issue has now sold out 
its 38,000 copies! Sure, Robotech is still, 
and will remain, popular. Thang fans. (Info: 
BG 801). CIP 


FRENCH ROBOTECH RECORD 


Attending a festival in Roanne, France, 
where I was representing the Quebec Science- 
Fiction fandom, I discovered in a small 
record store a Robotech record unknown to me. 
Of course! It was a french product. But all 
songs (save the first one) are in original 
version. It contains on first side: the 
french title song, Lancer’s We can win, Look 
up the sky is falling, Lifeline, Don't get 
any better (wow! what a tune!), Lonely 
soldier boy; on the other side: The man in ay 
life by Minmei, The way to love by Lancer, 
Minmei songs To be in love, This is my time 
to be astar, It’s you I miss, Musica song 
Flower of life (with the lyrics!), and 
Minmei's We can win (3'57 version). Many of 
them are yet unpublished in the States (but 
some will be on the new BCH CD of US 
Renditions). This is a rather complete 
collection of Robotech songs. CIP 


FALSE RUMOR 


I heard recently that Family Home 
Entertainment would be releasing Masters and 
New Generation on video sometime this year. 
Sorry, it seems to be a false rumor. We 
checked with then and they denied this 
information. It seems that The Macross Saga 
was not popular enough and they are not 
interested in pursuing with the other series. 

CIP 


SENTINELS HARDCOVER 


Eternity Comics will release in 
September the Robotech Ii: The Sentinels 
Hardcover graphic novel. It collects the 
first four issues of The Sentinels (written 
by Tom Mason and Chris Ulm, illustrated by 
John and Jason Waltrip) and will include a 
dustjacket, a new full color cover by artist 
John Waltrip, and new interior artwork. 

"The issues are out of print," Eternity 
Publisher Dave Olbrich said, "and we wanted a 
special package collecting them all for the 
fans." We must say that graphic novels are 
actually very popular in the comic books 
domain particularly with manga. A softcover 
version will not be made available for at 
least six months after the hardcover's 
release. (Info: Eternity Comics) CJP 


ROBOT=CH II 
[THE SENTINELS | 
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FANIMANGA 


Tezer-One (Act I: Fight!! Iezer 1, Act II: 
The Challenge of Iczer Sigma, Act III: the 
Final Chapter), 1985/87, 100 min., Dir./ 
original comic: Toshihiro Hirano (or. comic 


Act III: Aran Rei), Prod.: Studio Zweeben, 
Copyright: Books Nippan/kubo Shoten/AIC. 
Qa: WM. 


Prologue 


The Cutowolf fortress is the remaining 
pieces of the mother planet Cutowolf which 
was devastated asa result of a savage war 
with aliens. Most of its people (all females) 
are now held in suspended animation until the 
day a new world will be found and colonized. 


Iczer-One is the embodiement of 
conscience which originated when Cutowolf's 
leader known as Sir Violet was possessed by 
an alien being. Big Gold is the embodiement 
of desire. As both are born of the 
conflicting wills inhabiting the body of Sir 
Violet, they are destined to contradict each 
other. 


As Big Gold is slowly but surely taking 
control of Cutowolf's fortress, Iczer-One 
escapes with Iczer-Robo, a super fighting 
machine in order to stop Big Gold’s world 
conquering ambition. 


ACT T 


Target Earth: perfect choice for 
colonization. The Cutowolf’s monsters are 
sent to invade. The creatures reproduce by 
inseminating human bodies and using it as an 
incubator (the whole process is much too 
gruesome to describe here). 


A young girl named Nagisa Kanoh is the 
key to salvation for the Earth. By acting as 
a power battery plugged into the heart of 


destructive 
with great 


Iczer-Robo, she increases the 
powers of the giant mecha 
enotional outburst. 


Time and time again, monsters are sent 
to eliminate Nagisa but she's always saved in 
extremis by Iczer-One. 


Cutowolf's best fighting pilots are two 
lovely girls... Cobalt and Sepia (who happen 
to be lovers). Cobalt is selected to be 
launched upon Tokyo aboard a super-mecha, the 
Dylos 8. The Earth defence force with their 


mighty battle ship Fuji are no match for the 
Dylos. 
Enter Iezer-Robo controlled by Iczer-One 


with its power boosted by Nagisa. The battle 
is great but the Dylos 8 is eventually 
defeated, killing the beautiful Cobalt. 


ACT II 


A giant pyramid lands in the center of 
Tokyo. The gigantic base is commanded by 
Sepia who swore to revenge upon the death bed 
of her lover Cobalt. 


Meanwhile, Nagisa is mourning her 
parents’ death. Yalking in her neighbourhood, 
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she stops to see a young child named Sayoko. 
Her parents have also fallen, victims of the 
Cutowolf's monsters. Nagisa now wears a gift 
fron Iczer-One, a protective bracelet which 
will shield her from harm and destroy the 
aggressor. 


Back in Cutowolf fortress, an evil 
duplicate of Iczer-One is being created... 
Iczer-Two, while at the same time a new 
super-mecha is in construction, equiped as 
Iczer-Robo with an emotion power booster. 
Sepia has volunteered to serve as energy 
battery to avenge her lover. Iczer-Two will 
lead the Robot. 


Iezer-Two finally meets Iczer-One in a ~— 


duel of titans. Iczer-One is defeated and 
barely escapes to join Nagisa inside 
Iczer-Robo. The new super-mecha is ready... 
Iezer-Sigaa. 


ACT I] 


confrontation... 


The great inside 
Iczer-Robo, Nagisa and the injured Iczer-One, 
inside Iczer-Signa, Iczer-Two and Sepia. As 
the battle progresses, Tokyo is levelled to 
the ground. But Iezer-Robo is slowly loosing 
the fight for it seems that Sepia’s will for 
revenge is stronger than Nagisa, until her 
young friend Sayoko is seemingly trampled by 
the evil robot. In a burst of anger from 
Nagisa, Iezer-Robo rises up in full power to 
blast Iczer-Sigua to bits. Sepia is killed 
but Iczer-Two escapes. 


lezer-Two formulates a new plan then 
leads a sneak attack upon Iczer-One and 
manages to kidnap Nagisa. Iezer-One has no 
other alternatives but to launch a direct 
assault with Iczer-Robo against the pyramid 
fortress, where Nagisa is being held 
prisoner. 


She manages a successful break in but is 
confronted by Nagisa herself. She wears an 
evil bracelet and is obviously under the 
control of Iczer-Two, Iezer-One finds no 
other choice but to kill Nagisa to release 
her from the evil mind. As ‘she dies, Nagisa's 
soul leaves her body to enter Iczer-One, 
giving her new strength. She then confronts 
Iezer-Two for a final showdown to the death. 


Leading to the ultimate battle with Big 
Gold itself. The duel takes enormous 
proportions as the pyramid base is destroyed 
followed by the entire destruction of the 
Cutowolf fortress. 


When everything is over, Iczer-One takes 
Nagisa's body into a time distortion vortex 
and ends up before the whole story began thus 
erasing the entire event from Earth's 
history. Giving back life to millions of 
people including Nagisa and her family, she 
then leaves Earth for outer space....? 


Review: 
O.V.A. (Original Video Animation) came 
to life to satisfy the aging science- 


fiction/fantasy fans who wanted a more adult 
treatment of the same subject they enjoyed so 
mech as kids. A little bit more violence, 
sex, and a lot more characterization. 


So the studio started producing anime 
films and shorts that would be above the 
standard T.V, regulations. I've seen many and 
most of them are good though very excessive 
in their unique style, but the most exciting 
is probably this one for it blends so well 
all the elements I enjoyed in S-F anime. 


ICZER-ROBO 


Great robots, horrifying monsters, sexy 
characters, a few original ideas and a lot of 
action. Superb animation and a fantastic 
music score; a must for any soundtrack fan. 


Unfortunately, because of a few 
provocative concepts (by american standards), 
it is very unlikely that we will ever see it 
on these shores. Personally I'm not in favor 
of such things but here it is done with 
genuine style and favor. By all means a mst 
for all Japanimation fans. 


André Dubois 
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MEKTON 


The Japanimation-style RPG 
Tatroduction 


The new "hip" mecha game this year is Mekton. 
Mekton II, to be precise. Little known two 
years ago, the game has evolved to be just 
about as popular as Robotech or Battletech 
for casual gamers and a lot more for 
japanination fans. It has been specifically 
designed so that it is possible to recreate, 
through the rules, the atmosphere of just 
about any mecha-oriented japanination. Not 
only so, but it is also extremely simple and 
the use of the "Lifepath" greatly improves 
the role playing factor. 

In this regular colum, we intend on 
providing you Mekton fans out there with more 
material to put in your campaign: mini 
scenarios or episodes, japanimation mechas 
and characters, additional/optional rules, 
etc... Of course, we expect some of the 
material will be provided by you but in any 
case, we have a lot in store ourselves. 


For those of you who have no idea whatsoever 
what Mekton is, here is a brief introduction. 
If you read this fanzine, you definitely have 
a good idea of what mechas and japanimation 
are, This is what Mekton is all about. It 
is a game that is made to recreate the 
japanimation atmosphere in mecha shows. YOU 
can be the pilot of that fantastic mecha you 
have designed. The system itself is 
extremely simple and made te reflect the 

- anime style as mich as possible. Let us get 
into details... 


Character generat ion: 

A character has 10 stats: INfelligence, 
REFlexes, COOL, AlTractiveness, TECHnical 
ability, Movement Allowance, BODY type, LUCK, 
Money & Family and Education. They are rated 
fron 2 to 10. The skills are similarly 
scaled. To perform a skill, the GM assigns 
it a level of difficulty (routine is 10) then 
adds a dl0. The player, adding his skill, 
the appropriate stat and also a d10, must 
equal or beat that score to be successful. 
The use of a LUCK stat isa nice addition. 
You have as many points of LUCK per episode 
as your stat. Each point can be used to 


improve a roll you have to make. The nicest 
addition to Mekton is the "Lifepath". It is 
divided in four parts: Family Background, 
Friends and Enemies, Romantic Life and 
Physical/Personality. You go through the 
Lifepath as a computer program, rolling dices 
here and there, writing down the resulting 
information and going to another box where 
you are directed again to make a few rolls. 
In the end, the result is very japanimation- 
like. You have a detailed character 
background and it suddenly becomes very easy 
to "feel" your character. A lot of games on 
the garket could use such a "Lifepath”. 


Skil 
Ther 
Mekt 


Is and career: 

€ are mo preset character professions in 
on. You can be whatever you want. Just 
ut have enough education to buy 
te starting skills. You are 
; exasples, though, of careers, 
ot to Game Designer, without 
forgetting the Space Construction Worker or 
Singer (don't we all remember our "beloved" 
Minmei...?). 


Necha design: 

All mechas are constructed with CP 
(Construction Points). The number of CPs a 
is equal to twice its weight in 
With these, you can build just about 
any mecha you have ever seen, It takes no 
wore than half an hour, once you understand 
how it works. There are roughly 4 general 
classes in which your MEXTON will fit: MEKTON 


tons. 


itself, the classic, humanoid robot suit; 
Beastuecha, similar to MEKTONS but made to 
resemble an animal; MEKTON Armors, the 


equivalent of tanks; and Nechafighters, 
essentially improved jet/rocket planes. But 
Iwill not get into the specifics of mecha 


design here. 


Episodic style: 

What might be the greatest strength of Mekton 
II is its episodic style of campaigning. You 
do not design a campaign as such, you are the 
GH/script of a new TV japanimation series. 
You prepare an overall theme (called the 
"series premise"), define many of the 
important japanimation personalities 
(Villain, his thugs, Girlfriend/Boyfriend, 
Brilliant Scientist, Combat Ace, Heroic 
Leader, Exotic Love Interest, Bad-Cuy gone 
Good (Breetai!) and, last but not least, the 
Mecha Itself) and start scripting individual 
episodes, An episode is composed of a 
certain number of scenes, which have each a 
specific goal to attain. The rest is rather 
unimportant, just as long as you get to the 
goal. You just add location, props and cast 
to a scene, and that's it. You have a Mekton 
adventure. They don’t make it any simpler. 


All in all, there is very little to say 
against Mekton. Sure, there are a few 
details missing here and there but if you are 
a true japanimation/anime fan, you will 
manage to either forget the gaps or fill 
them. A much recommended game. Enjoy. J.C. 


In further issues, we will present to you in 
this new Mekton section: aspects of the 
MEKTON mentality in RPC, the use of CYBERPUNK 
(another Talsorian Games compatible with 
MEXTON), ideas of scenarios, stats of 
characters and mecha. JP 


MERTON Ii; Seience Fiction Roleplaying & 
Mecha Combet in the Far Future, by ilike 
Pondesmith is published by R. Talsorian Games 
Inc, Box 2288, Aptos, CA. 95001-2288 USA. 


NEWS & REVIEWS 


CHARTS 


On the Comic Shop News April's charts, 
Lone Holf & Cub #24 is 4*", Appleseed Book II 
f#l is 5", Cyber 7 #1 is 9°, and Robotech: 
Sentinels #4 is 10°" on the Top Ten BEW 
comics. On the Top Dollar comics (ratings on 
the dollar volume of books sold), Akira #7 is 
20", Lone Wolf & Cub #23 is 40*P and 
Appleseed Book Ii #1 is 45°". (info: CSW 96). 

CJP 


TEAM NIPPON 


Aircel will release in June what seems 
to be a manga-like story by Barry Blair: Team 
Nippon. It will feature a group of super- 
heroes fighting three rival street gangs (the 
Tong, the Triads and the Yakusa) in New 


York's Chinatown, Seems —_ interesting 
graphically. (info: CBG 803) cJP 
STAR BLAZERS ITI 


A second mini-series relating the 
adventures of the StarBlazers has been 
launched in June. The first issue of five was 
written by the late Markalan Joplin and 
pencilied by Harrison Fong. This series, 
dedicated to Mr. Joplin, had its story 


completed after the former's death by Phil 
Foglio and Doug Rice. A lot of action in 
store for you SB fanatics! (Info: CBE 806) AD 


CYBER SUCCESS 


Cyber 7, whose japanese title translates 
as Seven Bridges, is still ongoing in Japan 


(with over 40 issues already released). The 
very fine work by the new artist Shuho 
Itahashi should make this hot and recent 
manga a strong seller. At Eclipse, they 
expect to surpass Appleseed and Dirty Pair, 
teaching the same kind of attendance as Hai 
had. This success is not unrelated with 
Itahashi's "American-Style" which opens wider 
markets than the usual manga following. 
(Info: (3G 804-805) AD & CIP 


FAX COMICS 


Eclipse International innovates in the 
cowie book domain: the Daily FAX cowic book. 
The great popularity of Appleseed and Cyber 7 
leads to that idea. Those series will be 
Faxed to subscribers one month before the 
comic books issues as three-page daily 
magazines. The one week (M-F) subscription 
will be 258US each series. Good idea to 
receive each day our favorite manga by FAX! 
Technology is great! (Info: CBC 803) 

AD & CUP 


HARLOCK IS BACK 


Eternity has acquired the rights to 
Rei ji Matsumoto’s Captain Harlock from New TV 
Ine., and intend to make an original story 
based on the two TV series and the movie. 
Written by Robert Gibson (die-hard Harlock 
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fan) and pencilled by Ben Dunn (famous Ninja 
High School creator) this new title sure will 
bring the house down. Scheduled for a fall 
release. (Info: CSN {97 and Eternity). AD 


GREY GRAPHIC NOVEL 


Grey was a bigger success than expected. 
According to Sales Manager Jerry Novick, "Viz 
has simply been unable to keep up with the 
reorder requests. Issues two, three, and four 
have all sold out and we even increased our 
print run on each issue.” So, to satisfy the 


fans, Viz will reissue Grey in a two volume 
graphic novel set of 300 pages each. It will 
be in the same format as Mai graphic novel, 
with soft covers and illustrated dust jackets 
(cover price: 16.96$US). To be released in 
August and October. (Info: Viz Comics)  CJP 


CEASE-FIRE 


Viz Comics decided to drop the drea 83 
comic due to decreasing sales. They say they 
will instead make place for new projects. 
"Mission #42" is the last one for now; I hope 
someone will take this title back on the 
shelves because it’s such a fine manga. 
(info: Viz-In #9) AD 


VIZ PUBLISHING PLAW 


Viz Comics announced recently its second 
year's publishing plan for the fall/winter 
period. During the first year there was great 
interest for manga in the Western World but 
this also revealed a major problem: the under 
ordering of retailers who are guilty of being 
too careful if not ignorant of the market 
needs. Viz planned to release in August: 
Grey. The Graphic Novel Part I; in September: 
Nausicaa comic book Vol. II #1 of 5 issues; 
in October: Grey. The Graphic Novel. Part II 
and Crying Freeman; in November: Fire Tripper 
(a time travel story written and drawn by 
Rumiko "Lum" Takahashi); in December: 
Nausicaa. The Graphic Wovel. Part I and 
dubbed version of the Fire Tripper video, In 
1990, Viz is considering for publication: 
Horobi, an esoteric horror/ thriller by Grey 
creator, Yoshihisa Tagami, the science- 
fiction thriller, Baoh, by Hirohiko Araki, 
and Cobra, a space adventure by Buichi 
Terasawa. (Info: Viz Comics) cup 


CRYING FREEMAN 
Ra 

Viz will release in October Crying 

f Freeman written by Kazuo Koike (Lone Wolf and 
Cub) and drawn by Ryoichi Ikegami (Mai, The 
Psychic Girl). The story is centered around 
Yo Hinomura, a young potter who is kidnapped 
and brainwashed by the sinister Chinese crime 
syndicate, The 108 Dragons, who turn him into 
a super-assassin. This story is for mature 
readers only because it contents violence and 
sexually explicit scenes. The translation and 


rewriting is by Gerard Jones and Will Jacobs. 
Eight issues of 64 pages are planned for now. 
Cover price: 3.50$US. (Info: Viz Comics) CJP 


SHURIKER 


Shuriken which was a popular Reggie 
Byers’ B&W title some years ago will get a 
new start with Eternity in July. The first 
two issues of Shuriken: Cold Steel will have 
an incredible 0.95$ cover price. This 16-page 
comic will be written by S. A. Bennett and 
pencilled by Christopher Taylor and Derrick 
Richardson (with covers by Barry Blair). A 
hot summer coming for Eternity. (Info: (36 
806 and Eternity). AD 


NINJA HICH SCHOOL 


Eternity Publisher Dave  Olbrich 
ammounced a new, expanded edition of the NAS 
graphic novel (with new pages & cover from 
Ben Dum sketchbook) in trade format for 
August. "The Ninja High School Graphic Novel 
has been one of our biggest success stories," 
Olbrich said. "We sold out the print run some 
time ago, and demand for more has been 
nothing short of phenomenal. We're getting 
tired of re-orders we can't <fill." NHS 
centers around the weird activities at 
Quagmire High, the school with the strangest 
student body on Earth, including aliens, 
robots,  time-travelling schoolteachers, 
vampires, cyborgs, superheroes, and of 
course, ninjas. “Ben took a break from his 
extensive work on the new Captain Harlock 
series to create an eight-page story 
detailing the origin of Ninja High School," 
Eternity Editor-In-Chief Chris Ulm said. 
"Fans of the series (and who isn't?) will 
definitely be pleased." (Eternity). 


DIRTY SALES 


The Eclipse staff is overwhelmed by 
Dirty Pair's mini-series success. Both #1 and 
#2 issues are sold-out. They received a very 
high volume of mail on this title. The Lovely 
Angels are taking flight again in June with a 
second mini-series. Grab your copy full of 
explosive action! (Info: (3G 806) AD 
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@ su PSE 
COINS 


a 


MANCACTUALITY 


Well, nothing really new for the end of 
the summer: some new series (as announced 
previously) and new issues for those already 
existing... 


Adolescent Radioactive Black Belt Hamsters 
Graphic Novel (Eclipse). Jul. 

Akira $10-12 (Epic). Jun-Jul-Aug. 

Appleseed II #5, IIL #1 (Eclipse). Jun-Aug. 

Cyber 7 #4-6 (Eclipse). Jun-Jul-Aug. 

Dirty Pair II {1-3 (Eclipse), Jun-Jul-Aug. 

Fist of the North Star #3-5 (Viz). Jun- 
Jul-Aug. 

Grey #9 (Viz). Jun. 

Grey The Graphic Novel #1 (Viz). Aug. 

Lun #2-4 (Viz). Jun-Jul-Aug. 

Nai, the psychic girl Graphic Novel #3 (Viz). 
Jul. 

Ninja High School #13-15 (Eternity). Jun-Jul- 
Aug. 

Outlanders #7-9 (Dark Horse), Jun-Jul-Aug. 

Robotech II: The Sentinels #8-10 (Eternity). 
Jun-Jul-Aug. 

Robotech II: The Sentinels. 
Uprisings #1 (Eternity). Aug. 

Shuriken #1 (Eternity). Jul. 

Star Blazer II #1-3 (Comico). Jun-Jul-Aug. 

Team Nippon #1-3 (Aircel). Jun-Jul-Aug. 

Tiger-X #2-4 (Eternity). Jun-Jul-Aug. 


Naleont ant 


CJP 


IN FRANCE 


AHIHE 


During ny last trip to France, I was 
surprised to discover that all the comics and 
manga we know here, if not well distributed, 
can be easily found in specialized stores. I 
also heard of many anime translated to french 
(I even watched some on TV) and saw a few 
soundtracks in record stores (Robotech, 
Capitaine Flanp, etc.). The anime I heard of 
are: Les attaquantes, Cherry miel (both on 
chanel TF I don’t know the japanese 
titles for those anime), Galaxy Express 
(TFL), Ken le Survivant (Hokuto no Ken in 
french on TF1!), Lamu (Urusei Yatsura on 
TFl!), Les 4 filles du Dr. March (?, on 
chanel 5), Goldorak (Grandizer), Lady Oscar 
(Rose of Versailles, A2), Signé Cat‘s Eyes 
(TFL) and, of course, Robotech. 1 saw few of 
them available on video cassettes (3 eps by 
cassette, 99 francs each (about 18$US) but I 
have no other details). Very few of them have 
crossed the Atlantic (in fact only the last 
four have been seen on pay TV in Quebec). CJP 


NEW MIYAZAKI 


Hayao Miyazaki, Nausicaa's father, is 
working on a new movie called Majo no 
Takkyubiu (the Express Courier Service of a 
Witch) due for releasing this summer in 
Japan. All animated movies of Miyazaki 
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(Nausicaa, Laputa, and Tonari no Totoro) have 
been proclaimed master-pieces done by the 
best animator in the world right now. This 
new film will sure be a success. It is based 
on the story of a young girl, Kiki, who, to 
become a real witch, has to leave her parents 
at age 13 and find herself a new home. 
Streamline Pictures is actually negociating 
american rights for this movie, Kiki's 
Delivery Service, They want to release in USA 
all great new anime as soon as possible after 
their japanese premier. (info: Viz-In #9 & 
Streamline Pictures) AD 


AKIRA IN ENGLISH 


Streamline Pictures is working to 
arrange a test-sereening to an english- 
version of Akira movie for the San-Diego 
Comic Con (August 3-6) and Boston World SF 
Convention (Aug. 31-Sep. 3). (Info: Stream- 
line Pictures) CIP 


LAPUTA 


More on the screening schedule of the 
english-version of Laputa. This master-work 
of Miyazaki will air in: Denver, July 26-29; 
New-York, August 18-19; San Francisco, end of 
August; New England, July or August; and many 
other places. Check your local art cinema 
calendar. (Info: Streamline Pictures) CcJP 


T- SHIRT 


YOU'RE A FAN OF ROBOTECH? 
YOU LIKE OUR FANZINE? 


Protoculture Addicts is now offering a 
limited edition of their T-Shirt and Sweat 
Shirt. Printed in black on white fabrics; 
those shirts are machine washable. They are 
available in every size. GET YOUR OW 


PROTOCULTURE ADDICTS SHIRT AS SOON AS 
POSSIBLE! 

T-Shirt... ... $11.95 CAN/ $9.95 US 
Sweat Shirt: .......00-< $19.95 CAN/$15.95 US 


PLUS $4.00 POSTAGE & HANDLING 

Send check or money-order payable to Proto- 
culture Addicts; please allow 6-8 weeks for 
delivery. 


ROBOTECH 


From ROBOTECH to STAR 
WARS, GTC sells a broader 
selection of Science Fiction 
Models than any other distrib- 
utor in North America! GTC’s 
New 28 page iilustrated catalog 
has over 1,000 different models 
from Star Trek, Thunderbirds, 
Galactica, Starblazers, Macross 
and many more. 


Send $3 for GTC’S 28 
page illustrated catalog! 


Come to the source, 


the Mother Ship of Science Fiction modeling. 


GALACTIC TRADE COMMISSION 
10185 Switzer 
Overland Park, KS 66212 


(913) 492-2169 
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TRIVIA ANSWERS 


. Earl Hunter 

. The Macross 

. The moon 

. The Mebiko House 

. Tommy Luan 

. Bye-Bye, Big Brother 
» Roy Fokker 

. Dr. Zeitgeist 

. Elvis Orten 


OO UNO FONE 


10. 6,000 

11. Ground Effective Reinforcement of Winged 
Armament with Locomotive Knee- joint 

12, The Backstabber or the Alleykiller 

13. Bob Schreck 

14. Ground-based Military Police 

15, 3,150 mph. (mach 4.8) 

16. Theory of Criticism in the Visual Medium 

17. 20 years 


18, Parino 

19. July Ist, 2009 

20. Armored Gyro-Assault Choppers 
21, Daedalus and Prometheus 

22, B-34, W-24, and H-37 

23, The Mockingbird 

24, Roy Fokker 

25, Vince Grant 


CONTENTS OF #6 


- Gover by Michel Gareau 

- LYRICS (3): some songs of Minmei and Lancer 

- UH?! (6): Chronicle of the Odd and Bizarre 
in Robotech! Conclusion to Macross Saga. 

- TOP TEN Mecha: the results 

- Making the Veritech a Reality (3); an 


ARTICLE evaluating the feasibility of 
Veritech construction in our world. 

~ INTERVIEW with Jack Mckinney (2): the 
author of the novels published by 
Ballantine Books) 

- The World of Robotech: some REVIEWS. 


~ FANTMANGA (News & reviews on Anime & Manga) 

- New "optional" rules for the ROBOTECH ROLE- 
PLAYING GAME and for MEKTON (the anime 
RPG) 

- LETTERS from fans 

- Center fold ILLUSTRATION 

- AND MUCH MORE! 


ABOUT THE COVER ARTIST 


Jean-Pierre Normand, born in Québec City 
in 1958, has always been interested in SF 
illustrating. He studied graphism at the 
Sainte-Foy College, from 1976 to 1979, while 


magazines. He also did numerous book covers 
for several publishing companies in Québec. 
He regularly exposes his work at conventions 
in Québec as well as in Canada or U.S.A. 


he later received the "Prix Boréal" for best 
illustrator, In 1985, at Albany, he was given 
the Best Astronomical Professional Art Award. 

Jean-Pierre Normand lives in Montréal 


already collaborating with a few SF Prize-winner at Maplecon in ‘80 and '82, where he works as a freelance graphic 
illustrator. 
= Z =a x 
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The Robotech Defense Force 
defeated the Zentraedi at the 
end of Macross. 


The Zentraedi--creations of the 
Robotech Masters--are being 
resettled and integrated into 
society. 


Max Sterling has taken as his 
bride Miriya, a Zentraedi. 


The First Robotech War 
is officially over. 


Don't bet on it. 


ROBOTECH II: 

7 THE SENTINELS 
MALCONTENT 
UPRISINGS 


An Original 
Robotech I: The Sentinels 
Adventure 

Written by Bill Spangler 
Mlustrated by Michael Ling 


Robotech Il: The Sentinels is copyright © 1987 Harmony Gold U.S.A., Inc. All rights reserved. Robotech Il: The Sentinels: The Malcontent Uprisings is 


Be copyright © 1989 Harmony Gold U.S.A., Inc. Robotech is a trademark owned and licensed by Harmony Gold U.S.A, Inc. 


<a . / ETERNITY COMICS 


a division of Malibu Graphics, Inc. 


=z _ A Subsidiary of 
Nippon Shuppan Hanbai U.S.A. Inc. 


presents 
ROBOTECH PERFECT COLLECTION 


COMPACT 


At last on occ 


DIGITAL AUDIO ROBOTECHNOLOGY MEETS DIGITAL TECHNOLOGY 
with never before released BONUS TRACKS! 


My time to be a Star ¢ We Will Win (extended) 
Look Up (The Sky is Falling) ¢ It’s You S1 6.95 (plus postage & handling) 


BECAUSE YOU DEMANDED IT!!!! The Compact Disc edition of the best selling ROBOTECH album 
has arrived and ROBOTECH never sounded better!! This compact disc collection features more than 22 
tracks including: ROBOTECH MAIN TITLE, LONELY SOLDIER BOY, WE WILL WIN, SENTINELS 
MEDLEY and the never before released songs: LOOK UP, (THE SKY IS FALLING), WE WILL WIN 
(Extended and LANCER versions), MY TIME TO BE A STAR and more. The ROBOTECH PERFECT 
COLLECTION also contains an eight page booklet complete with lyrics and information on 
ROBOTECH and ROBOTECH II: THE SENTINELS. 


ORDER FORM 


aty | TITLE PRICE TOTAL 
ROBOTECH PERFECT COLLECTION CD | $16.95 
SAMPLE CATALOG PACKAGE $ 3.00 


(Postage Included, Add No Tax) 


ANIMATION FAN CLUB MEMBERSHIP FEE | $12.00 
(Postage Included, Add No Tax) 


Sub Total 
Colif. Res. odd 


Charge Card Orders: VISA /MC Pes aperaiesias 


Card # Shipping 
Expiration Date TOTAL 
Signature ; 

Name 

Address 

City Stote Zip 


SHIPPING and ORDERING INSTRUCTIONS 


Please send check or money order, payable to: BOOKS NIPPAN. 
ALL ITEMS SENT BY U.P.5., Please wait 4~6 weeks, C.O.D.'s occeptoble 
(U.P.S. exception, P.O., APO, FPO, Box addresses will be shipped via 4th Class, U.S. Postal Service) 


HE SENTINELS 

Sf2b SEN 1 tN ee Boe 
SHIPPING COST 

CONTINENTAL UNITED STATES: 1 CD $2.50, Add 50¢ for eoch additional CD ordered 


2 : CANADA: (vio AIR Is1 Class) 1 CD $4.00 — Please add $1.00 for each additional CD ordered 
Bee Col LE? AN Rok Resewee ROBOFECE NS ALASKA and HAWAII: [via 2nd Day AIR) 1 CD $5.00 — Please add $1.00 per additional CD 
rrademonk owned and licensed by Harmony Geld USA, Ine Sorry overseas orders not accepted. 
[4 Return Form, or Copy, with poyment to: 


BOOKS NIPPAN — 1123 Dominguez St., Unit K, Carson California 90746, Attn. ROBOTECH 
Please Print CLEARLY 


